DOOM - The ultimate version

of the greatest gore blast ever!
PLAYSTATION DOOM - MULTIPLE LEVELS OF BLASTING ACTION!!

After six months of development, Doom has finally hit the PlayStation, and the result is the largest and most com-
prehensive Doom conversion ever seen. Plough through over 50 levels of intense blasting action, avoiding gunfire,
fireballs and snarling Demons on a quest back to Hell and back again to save the whole of humanity. The quality of
this conversion is in no doubt, and it should appeal to old hands as well as those new to the Doom experience.
Therefore, MAXIMUM has decided to detail the many features that make Doom such a playable and classic release,
giving information on the background, weapons, and of course, the monsters.

Introduction to TERROR!!

ASSAULT IN THE JUNGLE

Three years ago, your unit of combat veterans were assigned on a hunt-and-
destroy operation in an area of South Asia. Control reported that new Cyber
weaponry was being illegally distributed to mountain bandits, and your
leam’s job was to eliminate the bandits and secure the vicinity. Under the
command of Sergeant ‘Knee-Capper’ Guidarelli, your group unexpectedly
encountered a small village settlement that had not shown up on radar,
Instead of skirting the area, Sergeant Guidarelli decided to napalm the entire
zone "just to make sure”; an option that you disagreed with vehemently. After
- a short and furious argument, the sergeant disregarded your pleas and
i, placed you under arrest,

All you can remember next is breaking free from the tree you were tied to,
and the soft gurgling noises made by Guidarelli as you strangled him,
engulfed by a rage beyond all comprehension. The village was saved, but
] your actions landed you in serious trouble, leading to a forced transfer to the
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INSTABILITY AT DEIMOS

For the previous four years, the military, with the cooperation
of UAC (who supply huge numbers of parts to them) had
been involved in secret research projects on Deimos, the
most important being experiments on Gate technology and
the possibilities of warp travel. Recently, a primitive teleport was successfully tested between Phobos and

NIGHTMARE IMPS Deimos, and all was going well until reports of dangerous instability problems began to circulate.
WARPING IN FROM ANOTHER DIMENSION The military sent a number of special forces marines to investigate the peculiarities... and they emerged jab-
FOR YOUR BLOOD! bering, cursing and spasming wrecks, before an agonising death in an explosion of body parts. Next, the mil-

itary dispatched some ‘volunteers’ for research purposes, but were unable to fathom the problem. Meanwhile,
you were drafted to the main mortuary on Mars to tag and bag the dead. The official message from Phobos

BULLETS: 10 was that slight technical problems were to blame, but that the problem would be rectified soon.
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Nightmare Imps. These beings are essentially the
same as their weaker brethren, but have been
partially warped into the ether on their journey
from Hell. Expect slight difficulties with these '.__':"

rarely appearing creatures, but don’t let them B -
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EXTENDED PLAY |

PANIC ON THE FRONTIER

Only a few hours ago, you were interrupted from a particularly enjoyable vid-
session, when a communication from Phobos cut in. You watched the broad-
cast, in which a military officer could be seen yelling a garbled message
through heavy gunfire. With playback enhancement, the officer could be
heard screaming: “We require immediate military support. Something evil is
coming out of the gateways! Estrella, guard that door! Computer systems
have gone berserk! My God, what the hell is tha...”

Realising the situation, you plugged in to sat-link, hoping for a lock-on to
Deimos central communications, but were shocked to discover that the whole
moon had vanished, leaving a thick space mist. Further attempts at contact
proved hopeless.

GENERAL SEELER’S COMBAT STRATEGY. =

Other than the Deimos military contingent, you and a few other space troop- "
ers were the only available rescue force within 50 million miles. Led by ‘'mad = .
old' General Seeler, you were quickly called up, and a battle-crusier was sent
to the the neighbouring moon of Phobos. With a glint and a twitch in his eye,
General Seeler led the main body of troops inside the jump gate outpost,
while you secured the perimeter and set up radio contact. e e _ =
At first, you made out radio mutterings, and the General moved his troops | ' \ G - 1" 12 =
towards the main warp gate. After five minutes, your heat sensors picked up e = L i?
a huge thermal explosion just outside the gate, after which chain-gun fire was AMMO HEALTH | W il
registered. General Seeler was heard
shouting “| don't care what they look like,
git in thar and toast 'em!”, after which more
gunfire occurred. Then, through the static
you heard Seeler exclaiming; “so they want
some real fun, eh? Boys, unwrap those
BFGs!" A burst of plasma fire registered,
after which you made out screams and
coughing. Finally, before all contact was
lost, General Seeler was just audible mut- “
tering; “..ALL of them are dead? My God.

Right Kramer, hand me my shotgun. I'm |
going out in style...” q - PAIN ELEMENTALS

THE HOVERING MONSTROSITY WITH SOME
IT'S PAYBACK TIME... : DEADLY SECRETS CONCEALED WITHIN!!

Your only thoughts are revenge. A red mist ' '- .

descends. Whoever they are, they are ' P —

going to pay for the death of your compa- ' BULLETS: 40 ] ?ﬁ'!'_-ﬂ.

ny. Unfortunately, they only left you with a SHELLS: 6 _ "--,':.;_-_.:;.1'-5:
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service pistol, meaning caution is the key. : 'k e
Grabbing a few rounds of ammo and a ﬁffgnfrfz% t‘-"-:f'-*}"
combat helm, you head towards the landing area. Your first priority is securing some heavy-duty ordinance. You BEG BL AISTS' 1 =ty

cautiously step into the dimly lit service bay. The hatch closes and locks behind you. You edge forwards. What '
was that growling sound? You quickly slot in your ammo clip, and head off into the unknown...
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Roughly equivalent to the Cacodemons, but with
one important difference; their fireballs consist of
the flaming skulls known as Lost Souls. It is vital-
ly important when in combat with such a beast to
aim directly for the Pain Elemental, as the longer

s you leave him, the more Lost Souls he vomits. Be
a a '0" " a"ceme" S warned that a Pain Elemental also spews three
Lost Souls whether you engage him or not, so the

Elemental himself should be targetted before any

ENHANCEMENT 1: SUPERIOR COSMETIC BACKDROPS other entity. Use the same killing techniques tha

Colour-cycling, pastel shades and misting effects all combine to produce one of the most visually stunning are employed for the Gacodemon.
series of backdrops ever seen on a Doom game of any format. As usual, the mountain landscape appears at

first, but this soon changes to a huge wall of flames reaching high into the stratosphere. Later, this is replaced by a stun-

ning orange glow of a hellish sunset, and once the Doom 2 levels commence, the sky is adorned with an eerie pinkish mist

that hangs in the air. After this, we are treated to a variety of excellent Doom 2 backdrops including the smog-filled city before

the final levels appear, and the sky changes once again to a blood red montage of skulls and quivering flesh.

ENHANCEMENT 2: TRULY OUTSTANDING LIGHTING EFFECTS

Anyone who has played Doom before knows that the most terrifying parts of the Doom experience is the creeping around
a series of unknown interlocking corridors in the darkness, aprehensive and waiting for a bestial attack. With the PlayStation
version, the lighting effects have been modified considerably, and some sections now pulse slowly with soft dark blue light,
whilst other areas are in complete darkness.

A full range of colours also complement the lighting ; |
effects, and the weapons you carry even glow green 34
when you fall into acid, and red when enter a danger . * T
zone. Couple this with true transparent effects (both on F - an v N9
the Spectres and yourself) and a multitude of other sub- =M . ﬂ
tle lighting differences, and you have the most pleas- . ; 3
ingly lit version of Doom ever seen.
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